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DETERMINANTS OF ACCEPTANCE OF MOBILE GAMES
THROUGH STRUCTURAL EQUATION MODELING
Complete Research
Gökalp, Ebru, Middle East Technical University, Ankara, Turkey, egokalp@metu.edu.tr

Abstract
Mobile games are considered as one of the emerging mobile services in recent years and mobile
gaming is the fastest and most popular service among the innovations in mobile and network
technologies. The mobile game market value is increasing remarkably and the number of players is
rapidly growing. For this reason, the acceptance factors of mobile games can be considered as an
important research problem. In this paper, we attempt to investigate the factors influencing the usage
and acceptance of mobile games, based on the extended version of the Technology Acceptance Model
(TAM) to give directions to mobile game service providers on how to design their products in order to
increase acceptance of their games. Data are collected by an online survey consisting of 34 questions
from 112 participants. After applying the exploratory factor analysis (EFA) to eliminate insignificant
data, the remaining data are analyzed and evaluated by using the structural equation modeling
(SEM). The statistical results show that Use Context, Flow Experience, Perceived Enjoyment, and
Perceived Convenience have a direct effect on intention to play mobile games.
Keywords: Mobile Game Adoption, Mobile Games, Technology Acceptance Model, Structural
Equation Modelling, Factor Analysis.

1

Introduction

Mobile games are video games played on cell phones, PDAs, tablets, pads or portable game devices.
Since cell phone is the most accessible, convenient, and ubiquitous among these, it is the most popular
platform. According to a study done in the USA, people feel uncomfortable and irritated when they
cannot access their cell phones (Park et. Al, 2005). This study shows that mobile technologies have
become an integral part of our lives.
Developments in the third generation network and mobile technologies in the recent years have
resulted in bringing new innovations to the market. Mobile gaming is the fastest growing, most
popular and profitable service among these innovations. According to a forecast done by Gartner
(2013), the worldwide mobile game revenue will grow from $15.9 billion today to $22.7 billion in
2015. A survey done by Nielsen (2010) shows that most popular smart phone application is game,
65% of smart phone users use game applications although there are some limitations in mobile games:
the interface, screen size, limited storage capacity, limited data speed, and more expensive service
usage.
The purpose of this study is to determine factors affecting user intention regarding mobile games in
order to give guidance to mobile game service providers on how to design their products in order to
increase customers’ acceptance of their services.
The remainder of the paper includes a summary of systematic literature review related to existing
studies, description of the proposed research model and hypothesis, explanation of research method,
and finally, the findings obtained from the research method and the developed structural model.
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2

Literature Review

TAM developed by Davis (1989) is widely recognized as one of the most robust and influential
models. The aim of the TAM is explaining and predicting Information Technology (IT) acceptance by
finding the impact of beliefs affecting attitude and intention. Davis originally suggests that Perceived
Ease of Use (self-efficacy) and perceived usefulness (outcome belief) function as the key determinants
of user behavior” intermediated by attitude, and intention as illustrated in Figure 1.
Perceived
Usefulness
Extrinsic
Variables

Fig. 1.

Attitute
to Use

Behaivoral
Intention

Actual
Usage

Perceived
Ease of Use

Original TAM

Perceived Ease of Use is defined as ‘‘the degree to which a person believes that using a particular
system would be free from effort’’. Perceived usefulness refers to ‘‘the degree to which a person
believes that using a particular system would enhance his or her job performance”.
Although limited empirical research has been conducted on mobile services so far, there is a broad
range of theories and previous studies that may assist in setting up a systematic assessment of critical
success factors. A systematic review of the literature proposed by Kitchenham et al. (2004) is
followed in order to find out the most significant factors used in modified technology acceptance
models for affecting adoption of mobile games.

2.1

Identification of the Research

The research was identified by following the steps as follows;
1. Starting point of the search: TAM proposed by Davis was selected as starting point of the study.
2. Search language: The search was performed in English.
3. Search terms: The search strategy was performed around the terms “mobile”, “game”, “user
acceptance”, “TAM”, etc.
4. Databases: The search was performed in the web sites of www.scopus.com/search/form.url and
www.aisel.aisnet.org.
5. Checking the reference list: In scopus.com, 10 articles are found after entering the search terms. In
www.aisel.aisnet.org., after entering search terms, 121 results are collected. Additionally, references
of these studies are reviewed as well.
6. Citation search: SSCI, SCI and AIS index journals are selected in the results.
7. Management of Search Result: A database including findings was constructed in MS Excel in order
to manage the search results.

2.2

Selection of Primary Studies

The primary studies were selected according to the following steps:
1. Initial Exclusion: First elimination is done by examining keywords, titles and abstract in order to
understand appropriateness of the studies before reading papers fully. 119 studies from AIS index
journals are eliminated.
2. Citation Searching: Second elimination is done by checking if the study is published in a journal in
the list of SSCI, SCI, AIS indexes. www.isiknowledge.com is used in order to find out that whether
the papers are published in a SSCI or SCI journal. Additionally, conference proceedings are excluded.
4 studies are eliminated at this stage.
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3. Date: The studies published before 2000 are excluded from the database. No elimination is done at
this stage. Since all of the studies are published after 2000.
4. Type of Sample: No elimination is performed for type of sample.
5. Inclusion of TAM: The studies including original TAM as a theoretical model are included.
Additionally, the studies which include some of the TAM constructs, for example only including
Perceived Ease of Use, are included. One paper is eliminated at this stage.

2.3

Study Quality Assessment

After all of these eliminations, 7 primary studies related to acceptance of mobile games are left. 6 of
them are from journals in the list of SCI, SSCI indexed. 1 of them is from journals in the list of AIS
index.

2.4

Data Extraction & Monitoring

Previous research related to mobile game acceptance is summarized in Table 1. Regarding the primary
studies, their references are also reviewed.
Writers
Ha I.,
Yoon Y.,
Choi M.
(2007)

Factors
PU, PEOU
Perceived Enjoyment, Flow Experience
Perceived Attractiveness
Perceived Lower sacrifices

Significant Factors
 PEOU
 Perceived Enjoyment
 Flow Experience
 Perceived Attractiveness

Okazaki S.,
Skapa R.,
Grande I.
(2008)

PEOU, Perceived fun
Perceived convenience
Visual Appeal
Escapism
Perceived Novelty
Economic value

Nicolas C.,
Castillo F.
Bouwman H.
(2008)

Media Influence, Social Influence,
Attitude Towards Mobile Innovations,
Perceived Status Benefits, Perceived
Flexibility Benefits

 PEOU
 Perceived Fun
 Perceived Convenience
 Visual Appeal
 Escapism
 Perceived Novelty
 Economic Value
 Media Influence
 Social Influence
 Attitude Towards Mobile Innovations
 Perceived Flexibility Benefits

Kim C.,
Oh E.,
Yang K.,
Kim J.
(2010)

Technological Layer( Image
characteristics, Communication
characteristics, Attractive characteristics)
Psychological Perception Layer
(Perceived Co presence, Perceived
Enjoyment
Technical Barriers
Behavioral Control
Perceived Enjoyment
Social Norm
PU

Verkasala H.
Nicolas,
Castillo F.,
Bouwman H.
(2010)
Liu Y.,
Li H.
(2011)

 Technological Layer (Image characteristics,
Communication characteristics,
Attractive characteristics)
 Psychological Perception Layer
(Perceived Co presence, Perceived
Enjoyment)
 Technical Barriers
 Behavioral Control
 Perceived Enjoyment
 Social Norm
 PU
 PU
 Use Context
 Perceived Enjoyment
 Cognitive Concentration
 PEOU
 Playfulness

Liang T,
Yeh Y.
(2011)

PEOU, PU,
Use Context,
Perceived Enjoyment
Cognitive Concentration
PEOU
Playfulness
Subjective Norm

Table 1.

Primary Mobile Game Acceptance Studies

Eighth Mediterranean Conference on Information Systems, Verona 2014

3

Gökalp/Mobile Games Adoption

2.5

Data Synthesis

After completing the literature review, all significant factors affecting intention to use of mobile
games from previous studies are listed and eight experts who are PhD students analyzed and discussed
which factors should be put into the research model. First, they judged independently and listed factors
to put into the model. Inter-rater agreement is over the 80%. Then in order to resolve conflicts, experts
discussed conflicts in a meeting and they reached a consensus. As a result; the most significant factors
(constructs) are determined as Use Context, Technical Excellence, Social Influence, Perceived
Enjoyment, Perceived Ease of Use (PEOU), Perceived Convenience, and Flow Experience. The
research model is denoted in Figure 2.

3

Research Model And Hypotheses
H1

Flow
experience

Use
context
H2

H13
H14

H3
Perceived
Enjoyment
H4

H8

Techical
excellence

H9
H5
Perceived
Ease of
Use

H6

Intention to
play

H10
H12

H11
Social
Influence

H7

Figure 2.

Research Model

3.1

Perceived
Convenience

Use Context

Use Context is the very concrete environment in which a technology is going to be used. The adoption
and use of technology is context-dependent which is related to social and location situation (Bruner et
al, 2005). Since mobile devices can be carried everywhere every time by the users, Use Context is an
important dimension regarding adoption of mobile games. In our study, Use Context is regarded as the
situations of feeling bored, having nothing important to do, and spending leisure time. Effects of
context on Perceived Ease of Use, intention to play and cognitive concentration is found in (Van de
Liu, 2011). Thus, we postulated following hypotheses:
H1: Use Context will directly and positively affect Flow Experience in mobile games.
H2: Use Context will directly and positively affect Intention to Play in mobile games.
H3: Use Context will directly and positively affect Perceived Ease of Use in mobile games.

3.2

Technical Excellence

The term of technical excellence covers visual appearance, sound, and performance of the game in this
study. Visual appeal is aesthetic design and physical attractiveness of an object. Mental imagery is
important in performing online tasks (Penttinen et al, 2010). This is relevant to the game context.
Users are primarily interested in images in the game. Ease of quickness of setup of the mobile game is
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an important dimension of using of mobile games (Venkatesh et al, 2003). The technological layer
including game speed, sound, and graphics has a positive impact on Perceived Enjoyment (Kim et al,
2010). Negative effect of technical barriers on behavioral control for adoption off mobile game
applications is found in (Verkasala et al, 2010). Positive impact of visual and acoustic attractiveness
on Perceived Enjoyment for mobile games is found in (Ha et al., 2007). Thus, we proposed hypothesis
as follows:
H4: Technical excellence will directly and positively affect Perceived Enjoyment in mobile games.
H5: Technical excellence will directly and positively affect Perceived Ease of Use in mobile games.

3.3

Social Influence

Social influence is also referred to as social norms, and subjective norms is defined as “the degree to
which an individual has the impression that important others believe they should use a new system”
(Venkatesh et al, 2000). As stated in (Davis et al, 1992), subjective norm positively influences
usefulness in the context of information system. Since we use Perceived Convenience instead of
Perceived Usefulness in the original TAM model for hedonic system of mobile game, we proposed the
following hypotheses:
H6: Social Influence will directly and positively affect Perceived Enjoyment in mobile games.
H7: Social Influence will directly and positively affect Perceived Convenience in mobile games.

3.4

Perceived Enjoyment

As stressed in (Okazaki et al, 2008), Perceived Enjoyment significantly affects intention to use a
word-processing program. It is found that Perceived Enjoyment positively affects use of experiential
mobile services like gaming more than aim-oriented mobile services like texting message. As stated in
(Bruner et al, 2005), Perceived Enjoyment is the key driver of the use of hedonic systems. In the
previous studies, it is found that Perceived Enjoyment has a signification impact on intention to use for
mobile game acceptance (Ha et al, 2007; Liang et al, 2011; Liu et al, 2011). Thus the following
hypothesis was postulated:
H8: Perceived Enjoyment will directly and positively affect intention to play in mobile games.

3.5

Perceived Ease of Use

The first dimension from original Technology Acceptance Model is Perceived Ease of Use referring to
where an individual believes that the use of mobile game will be free of effort (Davis et al, 1992).
Previous studies show that Perceived Ease of Use positively affects intention to use the technology
(Davis, 1989); for mobile game adoption, this effect is relevant as well (Kim et al, 2010; Liu et al,
2011). It was found that Perceived Ease of Use has a direct effect on Perceived Convenience as stated
in the study of (Okazaki et al, 2008). As showed in (Ha et al, 2007), Perceived Ease of Use will
significantly affect Perceived Enjoyment in mobile games. Thus, the following hypotheses were
constructed:
H9: Perceived Ease of Use will directly and positively affect Perceived Enjoyment in mobile games.
H10: Perceived Ease of Use will directly and positively affect intention to play in mobile games.
H11: Perceived Ease of Use will directly and positively affect Perceived Convenience in mobile
games.

3.6

Perceived Convenience

In our model, as the sixth dimension, Perceived Convenience is used instead of perceived usefulness
in the TAM. Since perceived usefulness is defined as “the degree to which a person believes that
using a particular system would enhance his or her job performance’’ by Davis (1989), it is not
relevant for technology-based self services. Mobile game is not related to increasing job performance.
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Perceived Convenience is used instead of the perceived usefulness in order to fit into the context of the
mobile hedonic services. Positive effect of Perceived Convenience on attitude toward mobile games is
found in (Okasaki et al.; 2008). Thus, we postulated the H12.
H12: Perceived Convenience will directly and positively affect intention to play in mobile games.

3.7

Flow Experience

As described in (Hoffman et al, 1996), Flow Experience is “holistic experience that people feel when
they act with total involvement”. State of flow is characterized by the narrowing of the awareness of
the activity itself, intrinsic enjoyment, and a loss of self-consciousness and a sense of control
(Büyüköztürk, 2010). Prior studies show that Flow Experience has significant effect on Perceived
Enjoyment intention to play for adoption of mobile games (Ha et al, 2007; Van de Wijngaert, 2009).
According to these definitions, the following two hypotheses are proposed.
H13: Flow Experience will directly and positively affect Perceived Enjoyment in mobile games.
H14: Flow Experience will directly and positively affect Intention to Play in mobile games.

4

Research Method

Data are collected, analyzed and evaluated. As a prior step before SEM, the exploratory factor analysis
(EFA) is applied in order to eliminate the insignificant items. Structural equation modeling (SEM) is
applied on the remaining significant items to test the proposed hypotheses.

4.1

Data Collection

Survey questionnaires are used to gather empirical data in order to evaluate the research model. Data
are collected from an online survey consisting of 34 questions. The number of participants in the
study is 141. Since 29 of participants have never played mobile games, we excluded their data from
our study. Data gathered from 112 participants are evaluated in our study.

4.2

Measurement

The questionnaire is developed from the literature (Ha et al, 2007; Kim et al., 2010; Verkasalo et al,
2010; Liang et al, 2011; Van de Wijngaert et al, 2009; Csikszentmihalyi et al., 1989) including the
constructs and demographic questions. Five-point Likert scale, ranging from “Strongly Disagree” (1)
to “Strongly Agree” (5) is used.

5

Results and Analysis

5.1

Descriptive Statistics

Demographic information as given in Table 2 which is generated with the usage of SPSS 10.0 helps us
infer important results and analysis summarized as follows:
 86.5% of the participants use their mobile device for more than 3 years. It can be claimed that mobile
device usage has reached the saturation point for our study.
 More than half of the participants use their mobile device between 2 and 4 hours per day.
 More than 60% of the participants play mobile games for more than 1 year. It is derived from this
data that participants are experienced in terms of playing mobile games and our sample profile is
appropriate for the study.
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 33% of them responded as that they don’t play mobile game nowadays although they are
experienced before.
 83% of participants have never spent money for a mobile game.
 The highest usage of the mobile device belongs to Nokia and Samsung among participants.
 Mobile games are categorized into 9 groups in the survey. They are arcade game, brain game, shoot
game, race game, sport game, strategy game, card game, role-playing game, and action game. Roleplaying game has the lowest playing rate, 6.4%. On the other hand, brain games have the highest
playing rate, 66.7%.
 There are huge differences in playing sport games and action games among genders. According to
our study, male prefer playing sport and action games more than females.
 Participants from highest educated group prefer to play strategy games and brain games mostly in our
study.
 Participants from lowest age group, between 13-18 aged, don’t prefer to play arcade games.
Measure
Gender

Age (years)

Education

Mobile Device Usage
(years)

Mobile Game Usage
(years)

Table 2.

5.2

Items
Male
Female
13-18
19-26
27-34
≥35
Doctorate
Graduate
Undergraduate
College
High School
Secondary School
Primary School
>3
2-3
1-2
<1
>3
2-3
1-2
<1
Never

Frequency
87
54
13
63
62
3
4
47
45
6
35
2
2
122
6
8
5
61
6
18
27
29

Percent
62
38
9.2
44.7
44
2.
2.8
33.3
31.9
4.3
24.8
1.4
1.4
86.5
4.3
5.7
3.5
43.3
4.3
12.8
19.1
20.6

Profile of Participants

Data Analysis

Reliability analysis is applied by evaluating the cronbach’s alpha values of the items and 2 items with
cronbach’s alpha values that are higher than alpha value are eliminated to increase reliability of the
data.
At the second step, exploratory factor analysis (EFA) is applied to eliminate the statistically
insignificant items by evaluating factor load values of factors. 22 items are left. Since Kaiser-MeyerOlkin (KMO) measure of our study is 0.853 which is bigger than 0.6, it is concluded as our data is
suitable for factor analysis (Fornell et al, 1981)
Bartlett’s test of sphericity is analyzed in order to test the normality of data. The result denotes that
data structure is appropriate, since the chi-square value is significant (0.00 is lower than 0.05) In
conclusion, our data set is appropriate according to Kaiser-Meyer-Olkin and Bartlett’s test of
sphericity.
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5.3

Confirmatory Factor Analysis

5.3.1 Convergent Validity
Remaining items from EFA are used in confirmatory factor analysis (CFA). We use AMOS 16.0 for
applying CFA inside SEM. First, converged validity is performed in order to show the degree to which
the measure of a construct. The value of Average Variance Extracted (AVE) should exceed 0.5
according to convergent validity criteria. Since AVE values for each construct exceeds 0.5 as seen in
Table 3, it is concluded as that convergent validity is provided for all constructs.
5.3.2 Discriminant Validity
Discriminant validity can be tested with the criteria of whether all construct average variance extracted
(AVE) estimates should be larger than the corresponding squared inter-construct correlation estimates
(SIC) (Şimşek,2007). In our study, all relationships between factors are discriminately valid. Table 4
denotes the detailed results.

Construct

Items

Extraction AVE

Techexc6
Techexc7
Techexc1
Techexc3
Techexc4
Peou1
Peou2
Peou3
Peou5
Flowexp1
Flowexp2
Flowexp3
Usecont3
Usecont1
Percenj1
Percenj3

0,761
0,704
0,709
0,73
0,673
0,663
0,504
0,616
0,614
0,738
0,78
0,728
0,814
0,593
0,753
0,785

Perccon1

0,644

Behavioral
Intention

Socinf4
Socinf5
Socinf1
Behint1
Behint2

0,82
0,805
0,747
0,765
0,726

Table 3.

Convergent Validity Results

Technical
Excellence

Perceived
Ease of Use

Flow
Experience
Use Context
Perceived
Enjoyment
Perceived
Convenience
Social
Influence

0,715

0,599

0,749
0,703
0,769
0,644
0,79
0,745

percenj-socinf
percenj-techexc
percenj-usecont
perenj-flowexp
perenj-peou
perenj-behint
perenj-percon
socinf-techexc
socinf-usecont
socinf-flowexp
socinf-peou
socinf-behint
socinf-percon
techexc-usecont
techexc-flowexp
techexc-peou
techexc-behint
techexc-percon
usecont-flowexp
usecont-peou
usecont-behint
usecont-perccon
flowexp-peou
flowexp-behint
flowexp-perccon
peou-behint
peou-perccon
behint-perccon

Table 4.

IC

SIC

AVE

0,254
-0,014
0,068
0,22
0,265
0,311
0,404
0,103
0,113
0,505
0,279
0,542
0,509
0,002
0,258
0,04
0,121
0,127
0,053
0,216
0,199
0,234
0,33
0,64
0,538
0,384
0,379
0,598

0,0645
0,0002
0,0046
0,0484
0,0702
0,0967
0,1632
0,0106
0,0128
0,2550
0,0778
0,2937
0,2590
0,0000
0,0665
0,0016
0,0146
0,0161
0,0028
0,0466
0,0396
0,0547
0,1089
0,4096
0,2894
0,1474
0,1436
0,3576

0,77
0,77
0,77
0,77
0,77
0,77
0,77
0,79
0,79
0,79
0,79
0,79
0,79
0,72
0,72
0,72
0,72
0,72
0,70
0,70
0,70
0,70
0,75
0,75
0,75
0,60
0,60
0,75

Discrimina
nt
Validation
Valid
Valid
Valid
Valid
Valid
Valid
Valid
Valid
Valid
Valid
Valid
Valid
Valid
Valid
Valid
Valid
Valid
Valid
Valid
Valid
Valid
Valid
Valid
Valid
Valid
Valid
Valid
Valid

Discriminant Validity Results
Table 4
Discriminant
Validity Results

Eighth Mediterranean Conference on Information Systems, Verona 2014

8

Gökalp/Mobile Games Adoption

5.4

The Structural Model Assessment and Hypothesis Testing

Fit indices of the model which were obtained through AMOS 16.0 are shown in table 5. If CMIN/DF
value is smaller than 3, it is claimed that there is a general fit between the model and data (Van der
Heijden, 2004).

Model

Table 5.

CMIN/DF
2.14

GFI
0,78

AGFI
0,72

CFI
0,83

NFI
0,72

TLI
0,79

RMSEA
0,10

Fit Indices of the Model

Since the CMIN/DF values in our model (2.14) is smaller than 3, there is a general fit between our
model and the data.
The regression weights for the observed variables obtained with AMOS 16.0 are presented in Table 6.
The P (Prob) values are used to evaluate whether the relation is statistically meaningful or not. Prob.
value is accepted as 0.05 for the study. Out of 14 relationships, 11 of them are statistically meaningful
since their prob values are smaller than 0.05.
P
Flow Experience Use Context
Perceived Ease of UseUse Context
Perceived Ease of Use Technical Excellence
Perceived Enjoyment Perceived Ease of Use
Perceived Convenience Perceived Ease of Use
Perceived Convenience Social Influence
Perceived Enjoyment Social Influence
Perceived Enjoyment Technical Excellence
Perceived Enjoyment Flow Experience
Intention to PlayUse Context
Intention to PlayPerceived Ease of Use
Intention to PlayPerceived Convenience
Intention to Play Flow Experience
Intention to PlayPerceived Enjoyment

Table 6.

0,001
0,001
~0
~0
~0
0,012
0,141
0,090
0,004
~0
0,087
0,024
~0
0,041

Standardized
Estimate
0,39
0,39
0,48
0,62
0,77
0,37
0,13
0,20
0,27
0,55
-0,35
0,44
0,33
0,35

Situation
Meaningful
Meaningful
Meaningful
Meaningful
Meaningful
Meaningful
Not Meaningful
Not Meaningful
Meaningful
Meaningful
Not Meaningful
Meaningful
Meaningful
Meaningful

Regression Weights

The prob values of the relationship between social influence and Perceived Enjoyment (0.141),
technical excellence and Perceived Enjoyment (0.090) and Perceived Ease of Use and intention to play
(0,087) are larger than 0.05. Thus, they are not meaningful statistically.
According to the results, out of the statistically meaningful 11 relations, the relationship between
Perceived Ease of Use and Perceived Convenience with the value of 0.77 is the strongest; on the other
hand, the relationship between Flow Experience and Perceived Enjoyment is the weakest. The
structural model is denoted in Figure 3.
As a result of the SEM, it can be stated that out of the 14 hypothesis derived, 11 of them can be
accepted, as explained in Table 7.
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Flow
experience

0.39***
Use
context
0.27**

0.33***

0.55***

0.39**

0.20
Techical
excellence

0.48***
0.13

Social
Influence

Perceived
Enjoyment

Intention
to play

0.62***
Perceived
Ease of
Use

(-0,35)

0.44**

0,77***
0.38**
Perceived
Convenience

Figure 3.

0.35**

*** significant at 0.001 level
** significant at 0.05 level

Structural Model

Hypothesis
H1: Use Context will directly and positively affect Flow Experience in mobile games.

Situation
Can be Accepted

H2: Use Context will directly and positively affect intention to play in mobile games.
H3: Use Context will directly and positively affect Perceived Ease of Use in mobile
games.
H4: Technical excellence will directly and positively affect Perceived Enjoyment in
mobile games.
H5: Technical excellence will directly and positively affect Perceived Ease of Use in
mobile games.
H6: Social Influence will directly and positively affect Perceived Enjoyment in mobile
games.
H7: Social Influence will directly and positively affect Perceived Convenience in mobile
games.
H8: Perceived Enjoyment will directly and positively affect intention to play in mobile
games.
H9: Perceived Ease of Use will directly and positively affect Perceived Enjoyment in
mobile games.
H10: Perceived Ease of Use will directly and positively affect intention to play in mobile
games.
H11: Perceived Ease of Use will directly and positively affect Perceived Convenience in
mobile games.
H12: Perceived Convenience will directly and positively affect intention to play in
mobile games.
H13: Flow Experience will directly and positively affect Perceived Enjoyment in mobile
games.
H14: Flow Experience will directly and positively affect intention to play in mobile
games.

Can be Accepted
Can be Accepted

Table 7.

6

Rejected
Can be Accepted
Rejected
Can be Accepted
Can be Accepted
Can be Accepted
Rejected
Can be Accepted
Can be Accepted
Can be Accepted
Can be Accepted

Situations of Hypothesis

Discussion

Compared to previous studies on mobile gaming acceptance, this study finds out that Perceived Ease
of Use has no significant impact on intention to use. This may be due to advances in mobile
technologies recently.
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Use Context, Flow Experience, Perceived Convenience and Perceived Enjoyment which is mediated
via Flow Experience significantly affect intention to play. Intention to use of a mobile game largely
comes from its feature to absorb users intensely in a possible boring environment such as in a
transportation vehicle. In this sense, mobile games do its job and meet expectations of users of a
mobile game. People play mobile games for the purpose of entertainment any place any time. It is not
surprising that Perceived Enjoyment has a significance effect on intention to play mobile games.
Additionally, this study finds out that technical excellence and social influence have no significant
effect on Perceived Enjoyment. These results denote that appropriate visual appearance, sound and
game performance do not affect enjoyment level of the users since people do not expect good
technical features from a device with a small screen, lower display quality and lower speed
performance compared to a computer. Since Use Context determines the environmental conditions,
enjoyment level of people is not affected by sound of the mobile games or by what the people make
around them.
Use Context affects Flow Experience and Perceived Ease of Use in addition to intention to play. This
indicates that Use Context is the primary factor that triggers the use of mobile games. Since mobile
games are played for spending leisure time in certain contexts. Under these conditions, people become
more tolerant to use of mobile technology, so feelings of ease of use and Flow Experience are
increased despite limitations of mobile devices such as small screen, low display quality and low
battery life and low speed performance. This result suggests that decision of playing mobile games is
context-related. Our findings support the study of extended TAM model of Van der Heijden (2004),
Perceived Ease of Use has a significant impact on Perceived Enjoyment and perceived convenience. It
is found out in our study that technical excellence has a significant impact on Perceived Ease of Use
since as speed performance grows, the system will be more user-friendly.
Based on findings in our research, it can be said that a typical user of a mobile game player is someone
who feels bored on a transportation vehicle, such as bus, metro, or is in a meeting he is not interested
in. The user prefers to play a mobile game in order to spend his leisure time in an enjoyable manner.
Absorbing the user in the game makes the user feel happier.

7

Conclusion and Limitations

This study denotes that Use Context, Flow Experience, Perceived Enjoyment, and Perceived
Convenience have a direct effect on intention to play mobile game. Additionally technical excellence,
social influence, and Perceived Ease of Use have indirect effect on intention to play mobile game.
In the study, it is observed that Perceived Enjoyment is not a stronger predictor than Perceived
Convenience and Use Context in accepting mobile innovations. It can be claimed that Use Context
triggers playing of mobile games, therefore user’s perception of mobile game is conditional. Mobile
game application developer can take context effects into consideration on usage of mobile game. For
example, they can develop mobile games for use on a transportation device.
Flow Experience has significant impact on intention to play. Therefore, enhancing interactivity of
games in order to fully absorb the users’ cognitive concentration into mobile games should be taken
into consideration by the designers. Findings by Chen (2008) to enhance flow effect of games are
rewarding intrinsically; offering right amount of challenges to match with the player’s ability; making
the player to feel a sense of personal control over the game activity; including a wide spectrum of
gameplay with different difficulties and flavors, etc.
It is gathered that people don’t prefer to spend money for a mobile game. Therefore, different business
models can be developed by the mobile device producers, mobile application providers, and network
providers, such advertisement strategy can be used instead of requesting fee for the game, as Android
successfully does.
One of the limitations of our study is related with the sample size which can be extended. Age group
and cultural environment can also be extended.
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